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Introduction
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his guide is built to organize all knowledge of special abilites, special mechanics, and obscure and minor details that might not be noticed in the actual gameplay of Mega Man X: Corrupted. This is also made to keep track of what ideas have been implemented in gameplay in order to prevent overusing one type of ability throughout the various armors and stat boosts available in the game. And if you aren’t a beta tester or one of my friends, you should stop reading now. Without further delay, here is the data. Organized by Winchester
(note: anything in [Red] is not in the game yet.)
General Stats and Data
Ride Armor Individual Abilities
(Note: all ride armors inflict damage while falling, a.k.a. stomp damage, can walk on spikes, and destroy item drops if stepped on)
Chimera:
Damaging dash, punch breaks armor and certain blocks
Hawk:

Fires homing missiles w/ cooldown, can hover for a period of time
Tank:
Fires small fast bullets, secondary attack fires grenades that leave a trail of fire on the ground and can break armor and certain blocks, reflects most energy bullets, slower than average speed, double stomp damage, shock buffer, can walk on lava 
King Crab:
Drills do constant damage that break armor, secondary attack fires chaff which confuses enemies, slow speed above ground and fast speed underwater, double jump underwater allows temporary flight, unaffected by algae poison
Manticore:
Fires strong buster shots, charging fires two levels of laser beams, is able to airdash, is able to slowfall for a short time
Goliath:
Damaging dash, punch breaks armor and certain blocks, reflects all energy projectiles, slower than average speed, quad stomp damage, does not flinch, can walk on lava
Ride Armor Upgrades

Chimera:
Spiked armor, larger hit area while dashing, increased damage

(strength)
Hawk:

Unlimited consecutive missiles, increased healthbar


(stamina)
Tank:

Camo color scheme, unnoticed by enemies until contact


(evasion)
King Crab:
Better above water movement, increased defense



(defense)
Manticore:
Color changed to black






(charisma)
Goliath:
N/A

X & Zero Special Move Associations
	Boss Name
	Special Weapon
	Special Move

	Warfare Milodon
	Warfare Missile
	Destructive Orbs

	Warp Vulpex
	Black Tunnel
	Warp Strike (?)

	Plasma Puffer
	Bounce Needle
	Blade Bouncer

	Hurricane Hoatzin
	Air Vortex
	Hurricane Slash

	Neurohack Mosquito
	Neural Spike
	

	Force Starfish
	Force Breaker(shot)
	Force Breaker(punch)

	Sparkling Scorpio
	EMP Spark
	Electron Spike

	Crystal Rafflar
	Guts Arm
	Crystal Wave


Heart Container Accessibility

	Location
	X
	Ultimate X
	Ryu-00X
	Zero
	Black Zero

	Skyway_01
	yes
	yes
	yes
	yes
	yes

	Skyway_02
	yes
	yes
	yes
	yes
	yes

	Skyway_03
	yes
	yes
	yes
	yes
	yes

	Skyway_04
	
	
	
	yes
	yes

	Skyway_Passage
	yes
	yes 
	yes
	
	yes

	Mountain_Bridge
	yes
	yes
	yes
	yes
	yes

	Forest_Mountain
	yes
	yes
	yes
	yes
	yes

	Forest
	yes
	yes
	yes
	yes
	yes

	Forest_Underground
	yes
	yes
	yes
	yes
	yes

	Underground_passage
	
	yes
	
	
	yes

	Underwater_Cave
	
	
	
	
	

	Underground_Connection
	yes
	yes
	yes
	yes
	yes

	Crystal_Mines_02
	yes
	yes
	yes
	yes
	yes

	Reploid_Base_01
	
	
	
	
	

	Sewers_02
	
	
	
	
	

	Sewers_01
	yes
	yes
	yes
	yes
	yes

	Sewer_Facility_04
	
	
	
	
	

	Sewer_Facility_03
	
	
	
	yes
	yes

	Sewer_Facility_02
	yes
	
	yes
	
	

	Sewer_Facility_01
	
	
	
	
	

	Cave_01
	yes
	yes
	yes
	yes
	yes

	Zero_Opening_01-06
	yes
	yes
	yes
	
	yes

	Junk_Yard
	
	
	
	
	

	Junkyard_Facility_01
	yes
	yes
	yes
	yes
	yes

	Cave_02
	yes
	yes
	yes
	yes
	yes

	Building_A_01
	yes
	yes
	yes
	yes
	yes

	Building_A_02
	yes
	yes
	yes
	yes
	yes

	Building_A_03
	yes
	yes
	yes
	
	yes

	Weapon_Factory_02
	
	
	
	
	

	Weapon_Factory_01
	yes
	yes
	yes
	yes
	yes

	Swamp_01
	
	
	
	
	

	Swamp_02
	yes
	yes
	yes
	yes
	yes


Summary: Out of 24 total hearts, X can reach 21 and Zero can reach 19. With the help of special armors, X can reach 22 and Zero can reach 23.

(Note for future heart placement: make more that Black Zero can’t get)

Mega Man X’s Stats and Data
X’s Armor Piece Abilities

Phoenix:
Head: Slowly restores WE standing still
Body: Grants larger charge shots at low life
Arms: Phoenix Buster
Legs: Increased dash speed, leaves trail of fire
Hydra:
Head: Draws in items, greater item recovery
Body: Damaging touch, light defense
Arms: Hydra Buster

Legs: Greater water movement, super jump

Ultimate:
Head: Infinite WE on uncharged shots
Body: Gives Nova Strike, heavy defense
Arms: Adds Plasma Shot
Legs: Allows hover

Ryu-00X:
Hachimaki: Gives concentration and confidence

Fighter’s Gi: Gives Super moves

Wristbands: Gives Special moves

Bare Feet: Gives triple jump and super jump

Ryu-00X’s Command List

Down + Towards + Punch: Hadoken

Down + Towards + Down + Towards + Punch: Shinkuu Hadoken

Down + Towards + Punch (air): Kuuchuu Hadoken
Down + Towards + Down + Towards + Punch (air): Kuuchuu Shinkuu Hadoken

Towards + Up + Punch: Shoryuken

Towards + Up + Towards + Up + Punch: Shinryuken
Back + Towards + Punch: Tatsumaki Senpukyaku

Back + Towards + Back + Towards + Punch: Shinku Tatsumaki Senpukyaku
Punch > Punch > Towards > Kick > Dash: Shun Goku Satsu (Raging Demon)
X’s Armor Combination Special Abilities
Full Phoenix Armor Bonuses: 


The rate of WE regeneration is increased while standing still, charge shots are of greater level when at low life, the smallest buster separation from the Phoenix buster is larger, flame dash power is increased, and the Phoenix Eruption Giga Crush is available as a special weapon.
Full Hydra Armor Bonuses:

The rate of recovering items is further increased, armor does more damage and knockback on hit, the buster fires an additional straight bullet on all shots, the super jump gains the horizontal dash speed and water movement speed is increased, and [the Twin Hydra Giga Crush is available as a special weapon].

Two-piece armor combos:

(These combos do not require all ten Hydra and Phoenix parts to be aquired to use.)

P-arms + P-legs: faster ladder climbing

H-arms + H-legs: can climb slippery surfaces
Three-piece armor combos:

P-head + P-body + P-arms: automatically use E-tank when dead if available
P-body + P-arms + H-legs: damaging flame on super jump
H-head + H-body + H-legs: whichever buster equipped has pushback on hit
P-head + H-body + H-arms: |
P-head + H-arms + P-legs: fast vertical dash
P-head + P-body + H-arms: extra invincibility time when hurt
P-body + H-arms + H-legs: permanent low health
H-head + H-arms + H-legs: increased rate of item recovery
H-head + H-body + H-arms: no speed reduction in swamp water
H-head + H-arms + P-legs: sharper angles on H-buster shots
H-head + P-body + P-legs: rapid fire when holding down fire button
H-head + P-body + P-arms: P-buster works underwater
H-head + P-arms + H-legs: dash momentum kept while water hopping
H-head + H-body + P-arms: |
H-body + P-arms + P-legs: all items contribute partially to E-tanks, regardless of health standing
P-head + + P-arms + P-legs: regenerate life while standing in lava
Four-piece armor combos:

P-head + P-body + P-arms + P-legs: Full Phoenix (see above)
P-head + P-body + P-arms + H-legs: Engulfed in flames and invincible to touch when super jumping
P-head + H-body + P-arms + H-legs: P-Buster granted one extra level of charge
P-head + H-body + H-arms + H-legs: H-Buster granted one extra level of charge
P-head + H-body + H-arms + P-legs: |
P-head + P-body + H-arms + P-legs: Airdashes leave behind a trail of fire
P-head + P-body + H-arms + H-legs: WE regeneration from P-head applied while moving
H-head + P-body + H-arms + H-legs: Every kill returns one point of life

H-head + H-body + H-arms + H-legs: Full Hydra (see above)

H-head + H-body + H-arms + P-legs: Flame dash is a series of explosions that are active underwater
H-head + P-body + H-arms + P-legs: H-buster fires shots in a 1-2 sequence
H-head + P-body + P-arms + P-legs: P-buster fires two shots at once

H-head + P-body + P-arms + H-legs: Super Jump leaves damaging water bubbles as it rises
H-head + H-body + P-arms + H-legs: Start-up of any dash has frames of invincibility
H-head + H-body + P-arms + P-legs: H-Body shield ejects ## homing fire shots when hit
P-head + H-body + P-arms + P-legs: Flames left from dash active longer
Tips for using X:


Because there is no reliable way to refill X’s special weapons, it is very important to pick up the head upgrade for either armor early in the game if you want to be able to use your special weapons more freely. The phoenix head provides a slow but dependable flow of energy, and the hydra head makes the random drops return more energy. 
Zero’s Stats and Data
Zero’s Command List
Basic Attacks:
Slash > Slash > Slash: Triple Slash

Down + Slash: Crouching Slash

Jump > Slash: Spinning Slash

Up + Slash: Uppercut (Dragon Flame Blade when upgraded)
Special Attacks (Boss Unlocked):

Towards + Up + Slash: Electron Spike

During Electron Spike Slash repeatedly: Electron Surge

Down  + Up + Slash: Destructive Orbs
Jump + Down + Slash: Force Breaker

Jump > Dash: Warp Strike
Slash (hold and release): Hurricane Slash

Dash + Slash: Blade Bouncer

Up + Down + Slash (pending): Crystal Wave

Black Zero Exclusive:

Jump > Slash: Crescent Slash
Up + Slash: Electric Blade
Down + Towards + Slash (can be held): God Thunder

Jump > [Slash + Dash]: Frost Splasher
Zero’s Armor Abilities

Viral:
Viral Lift: Jump height increased
Viral Infection: Taking damage, hitting with saber, or blowing with wind causes the enemy to rapidly lose health until it can be destroyed in one hit; does not work on bosses

Viral Last Stand: Cannot die unless healthbar has exactly 1 point remaining

Viral Faze: Standing still for a short period of time causes Zero to become invincible until he moves

Max:
Head Part: Global enemy projectile slowdown
Head Part: Can absorb WE capsules for health

Body Part: X2 Giga Crush
Arm Part: -placeholder- (Possibilities: saber length increase, buster shot of some kind, more to debate on)
Leg Part: Faster walk speed
Black:

Electric Blade replaces Dragon Flame Blade
Crescent Slash replaces Spinning Slash

God Thunder added to command list

Frost Splasher added to command list

Shock Buffer (faster hit recovery)

Improved Shot Eraser

Heavy defense

Increased dash length

X5 Giga Attack
Zero’s Exhaustive Natural Combo List
Normal Moves
Saber Slash 1 -->


A = Saber Slash 2

Saber Slash 2 &
Blade Bouncer -->


A = Saber Slash 3


UP = Saber Uppercut

if upgraded UP = Dragon Flame Blade

if black zero UP = Electric Blade

if black zero FORWARD = God Thunder

if orb(s) A = Bomb Release A

if orb(s) BACK = Bomb Release B
Saber Slash 3 -->


~none~

Crouching Slash -->


~none~

Spin Slash &
Crescent Slash -->

DOWN = Force Breaker
Sliding Slash -->


~none~

Saber Uppercut &
Dragon Flame Blade &
Electric Blade -->

A = Aerial Blade Bouncer

DOWN = Aerial Force Breaker

DASH = Warp Strike

if not max orb(s) BACK = Combo Orb Charge
God Thunder -->


if not max orb(s) BACK = Combo Orb Charge
Boss’s Specials

Force Breaker -->


UP = Electron Spike

if orb(s) A = Force Bomb Release

if falling DOWN DOWN = Crystal Wave Install

Aerial Blade Bouncer -->


if not max orb(s) BACK = Combo Orb Charge

DOWN = Force Breaker

Warp Strike -->


DASH = Warp Strike


DOWN = Force Breaker

if grounded UP = Uppercut
if grounded & upgraded UP = Dragon Flame Blade


if grounded & black zero UP = Electric Blade

if grounded & black zero FORWARD = God Thunder

if orb(s) A = Bomb Release A

if orb(s) BACK = Bomb Release B
Electron Spike -->


A)))) = Electron Surge

if not max orb(s) BACK = Combo Orb Charge
Orb Charge &
Combo Orb Charge -->


DOWN = Force_breaker


if not max orb(s) BACK = Combo Orb Charge
Hurricane Slash -->


if orb(s) A = Wind Orb Release
Crystal Wave -->


~none~
Tips for using Zero:


Zero’s crouching slash attack has the ability to instantly cancel any other move performed on or ending on the ground. For example, crouching slash can be used at the end of the force breaker to finish the move quicker, or doing it after one bolt of lightning comes out of the electron spike if you only want one shot to come out. It can also be used to turn Zero’s triple slash into a quadruple slash if done near the end of his third slash.


For the duration of the electron spike, Zero’s body is completely covered in an electric field that will stun any stunnable object that touches him. As long as he is doing the move he will instantly destroy all bats that touch him and cause any enemy missiles to miss and fall to the ground. This electric field also defeats other electric attacks.
Frame Data
Attack Power and Special Properties

X-Buster & Associated Upgrades
	Weapon
	Level 1

Damage
	Level 2

Damage
	Level 3

Damage
	Level 4

Damage
	Level 5

Damage

	X-Buster
	
	
	
	
	

	H-Buster
	
	
	
	N/A
	N/A

	P-Buster
	
	
	
	N/A
	N/A

	Full P-Buster
	
	
	
	N/A
	N/A

	Underwater P-buster
	
	N/A
	N/A
	N/A
	N/A


	H-Buster Angles
	Level 1
	Levels 2 & 3
	Levels 4 & 5

	Normal
	10°, -10°
	25°, 10°, -10°, -25°
	40°, 25°, 10°, -10°, -25°, -40°

	With Hydra Edge
	7°, -7°
	19°, 7°, -7°, -19°
	30°, 19°, 7°, -7°, -19°, -30°

	With Full Hydra
	10°,0°, -10°
	25°, 10°, 0°, -10°, -25°
	40°, 25°, 10°, 0°, -10°, -25°, -40°


	P-Buster Bullet Separations
	Level 1


	Level 2


	Level 3


	Level 4


	Level 5


	Level 6

	 Normal
	0
	2 sm
	4 sm
	8 sm
	4 sm, 2 med.
	∞ med


X’s Special Weapons
X’s Armor Special Attacks

	Attack Name
	Damage
	Max no. Hits (melee)
	Special Properties

	Phoenix Dash
	
	
	water disabled

	Aerial Phoenix Dash
	
	
	water disabled

	Blue Phoenix Dash
	
	
	water disabled

	Tank Dash
	
	
	

	Bubble Rain
	
	
	water disabled

	Flame Jump
	
	
	water disabled

	Improved Flame Jump
	
	
	invincible to touch, water disabled

	Nova Strike
	
	
	invincible to all

	Phoenix Eruption
	
	
	

	Twin Hydra
	
	
	


Z-Saber Damage-Per-Frame Attacks
	Attack Name
	Damage
	Max no.  Hits
	Viral Infection?
	Special Properties

	Saber Slash 1
	
	
	Yes
	

	Saber Slash 2
	
	
	Yes
	

	Saber Slash 3
	
	
	Yes
	

	Crouching Slash
	
	
	Yes
	

	Sliding Slash
	
	
	Yes
	

	Spin Slash
	
	
	Yes
	

	Spin Slash (x2)
	
	
	Yes
	

	Crescent Slash
	
	
	No
	

	Saber Uppercut
	
	
	Yes
	

	Dragon Flame Blade
	
	
	No
	

	Electric Blade
	
	
	No
	stun

	Force Breaker (fall)
	
	∞
	No
	

	Force Breaker (hit)
	
	
	No
	pushes away

	Warp Strike
	
	
	Yes
	invincible to touch

	Wind Slash (saber)
	
	
	Yes
	

	God Thunder
	
	
	No
	stun

	Frost Splasher
	
	
	No
	invincible to touch

	Electron Spike Aura
	
	∞
	No
	stun


Z-Saber Projectile Attacks
	Attack Name
	Damage
	Viral Infection?
	Special Properties

	Blade Bouncer
	
	Yes
	

	Electron Spike
	
	No
	

	Wind Slash
	0
	Yes
	pushes away

	Electron Volt
	
	No
	stun

	Combo Bomb
	
	No
	

	Force Bomb
	
	No
	

	Wind Bomb
	
	No
	

	Giga Crush
	
	No
	invincible to all

	Crush Flasher
	
	No
	


Ryu-X Attacks
	Attack Name
	Damage
	Max no. Hits (melee)
	Special Properties

	Punch
	
	1
	

	Kick
	
	1
	

	Hadoken
	
	
	

	Shoryuken
	
	
	invincible to touch

	Tatsumaki
	
	
	

	Shinkuu Hadoken
	
	
	

	Shinryuken
	
	
	invincible to touch

	Shinkuu Tatsumaki
	
	
	

	Shun Goku Satsu
	
	
	invincible to touch


Ride Armors

	Property
	Chimera
	Hawk
	Tank
	Krab
	Manticore
	Goliath

	HP
	N
	N
	N
	N
	N
	N

	Lava Resistance
	50%
	No
	Yes
	No
	No
	Yes

	Stomp Damage
	N
	N
	N
	N
	N
	N

	Dash Damage
	N
	
	
	
	
	N

	Melee Damage
	N
	
	
	N
	N
	N

	Bullet Damage
	
	N
	N
	
	N
	

	Grenade Damage
	
	
	N
	N
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